
OVERVIEW: 

Ancient Korea is known for 
spectacular and unique games; 
Yut Nori is the best example of 
their prowess in game creafionl 


Like all cross and circle race 
games, your goal is to get all of 
your stones around the board 
before your opponents. But Yut 
Nori offers a few twists not 
seen elsewhere that make the 
game so much more fun and 
increase the strategic possibili¬ 
ties. 


Yut Nori is an addictive racing 
game and after just one play, 
you’ll understand why it’s still 
one of Korea’s most popular 
party games, even now, over 
1500 years after it’s creafionl 


YUT NORI 



REQUIRED: 

2 ~ 4 PLAYERS 
30 MINUTES 

16 PIECES 

4 EACH OF 4 COLORS 
4 LOTS f2-sided diceJ 



ORIGINS: 

Korea ~ 300CE 


AUTHENTICITY: 

100 % 

Yut Nori is a well documented 
game that required no modifica¬ 
tions from us! 


HISTORY: 

Yut Nori falso Yut, Nyout, and 
YootJ is a race-track game dat¬ 
ing back to the Buyeo kingdom 
fnow Manchuria, North KoreaJ. 


The exact date if unknown, but 
if is believed to have originated 
from this farming community 
at some point during The Three 
Kingdoms period. 

Its name is very literal - “yut” 
meaning sficks/lofs, and 
“nori” meaning game. 

Legend states that the game 
came info being as a represen¬ 
tative of the competitive nature 
of the farmers from Buyeo, 
with the race symbolizing each 
farmer’s attempt to be the first 
to raise it’s animals and get 
them to market. 

Yut Nori has become a Korean 
tradition commonly Played as a 
gambling game and on Korean 
holidays. 
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SETUP: 

Players each select a color 
and Place their stones near the 
marked starting space. 


HOW TO WIN: 

Players win by moving all of 
their stones around the path 
and off the board. 


ON YOUR TURN: 

First, roll by tossing the Lots 
onto the board. 

Second, move one of your 
stones the number of spaces 
rolled. 

Third, return captured stones 
to the starting space. 


MOVEMENT: 

All Players share the same 
starting space. 

Stones move along the outer 
path, following the arrows in a 
counter-clockwise direction. 


RULES 


MOVEMENT: 

When a stone completes 
the path and returns to the 
starting space, it is moved off 
the board. 

To capture, a stone must 
land on the same space as an 
opponent’s stonefsJ. 

When a Player’s stone lands 
on a marked space, that stone 
may fake either path the next 
time if moves. 

OTHER RULES: 

If a Player rolls a 4 or 5, they 
take another turn. 

Stones may not move 
backwards. 

Stones can not change 
direction during a move. 




OTHER RULES: 

Captured stones must travel 
the path again from the 
beginning. 

GROUPS: 

If a Player’s stone lands on a 
space occupied by their own 
stone, the Player may choose 
to stack those stones into a 
group. 

A group moves, captures, and 
can be captured as a single 
stone. 

Once a group is formed if 
can not be split apart, even if 
captured. 

LOTS: 

The lots in this game are each 
marked on one side, and rolled 
like dice. 

The number of marked sides 
shown is the number you have 
rolled, with one exception: if 
no marked sides are showing, 
the number you have rolled is 
the total number of lots plus 
one ffour lots with no marked 
sides showing = 5J. 
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